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now informed that this will he 
the case and that only darts, 



Double debut 

breeders, Philip and Andrew Oliver 
found butterflies — their first love, 
too flighty. ^But when it came to 

'they really knew how to get things 

The' Trow bridge' born twins 
abandoned butterflies for pro- 
gramming and now. at the tender 

age of ,1?,. have established a 
thriving software company. Not-, 
only have they^manag^ to net a 

I software boys. Code Mascers. but 
government funding too. 

Their . company, -Complex 
Computer Software, took off 
when they left Trowbridge Com- 
prehensive School in Wiltshire last 
year and — with mum's help and 
an advance from Code .Masters — 
.'secured funding through the 
government's Enterprise Allow-, 
ance Scheme, which pays MO a 
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I was incrigued and decided to 
01 give it a go. HOMER suggested a 
4 couple of bases I might care to 
* investigate and. to my surprise, 
files not previously available to me 
opened. Occasionally a fact would 
| be uncovered that would send 
HOMER into rhapsodies of excite- 
A ment. Other times, gibberish was 
the result. 

■ The more I delved, the more 
L V amazed I became. The wealth of 
I ■ information held about people was 

41 phenomenal. WASATCH had com- 
plete details on everyone born 
J since 2010, and I mean complete: 
family trees; intelligence; physio- 
Jlogy profiles, they are all there. 
eJThe only problem was I needed 
HOMER to remember a name for 
M me first. I could also delve into 
Mr people's psychological and edu- 
rational profiles, as well as check 
up on some 20 physiological graphs 
^ — blood pressure, hormone levels, 
™ heart rate etc. I hadn’t a clue how 
w much of this stuff was relevant or 
^ _ whether I actually needed a degree 
In biomedical sciences. 

■ There was also a complement- 
K ary geography database. SCITECH 
L Io| d m e about the technological 



breakthroughs that had developed 



since I left Earth. The final two 
bases dealt with the military and 
a central processing unit. Some of 
the bases were classified but. so 
far, HOMER has always helped me 
override the security systems. 

As I finish this introductory 

whelmed by the sheer volume of 
files. Certain patterns are 
beginning to develop but I still 
don't see how the entire popula- 
tion of the world can disappear at 
a single stroke. I don't even know 
if anyone will ever read this . . , 



I Activision describe Portal as the 
I first computer novel and the title 
I is certainly accurate. It must be 
J stressed that this is not a game but 
I a science fiction story. 

| The concept is totally original 
and brilliantly executed. Using a 
computer gives the story teller an 
edge over conventional books. 
Items can be Introduced that could 
only exist as footnotes in a book. 
Events can be related as required 
without having to use strict 
chronological order or flashbacks. 
The sense of discovery this 
engenders in the participant player 
is a big part of che appeal of the 
computer novel. 

The sheer amount of detail 
included helps one get away from 
the traditional descriptive narra- 
tive: all the graphs and charts could 
never be included in a book and 
help create a special and very 

I credible atmosphere. 

Portal is a huge program spread 
over five sides of disk. Looked at 
this way. the price tag of just under , 
£25 doesn't seem too excessive. 

If you are a sci-fi freak do sneak 
up on che piggy bank now! ( 
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Speed King Joysticks £9.95: Revs hot shot £9.95: Quickshot II £5.99 

PLEASE SEND CHEQUES MADE PAYABLE IN STERLING 
FOR OVERSEAS ORDERS. 



EMPIRE SOFTWARE ORDER FORM Please send me the following titles. Block capitals Please! 
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Arcades witha 

Licensed to deliver big brothers ac 0 i 




‘Best and fastest scrolling on a racing game' 

'Best sprite design’ 

‘Best playability' 

'Best coin-op conversion' Popular Computing Weekly 

I '...brilliant' Arcade Action, Computer and Video Games 

Youf Sinclair Megagame 



Activision 

ENTERTAINMENT SOFTWARE] 




This Sega coin-op conversion puts other top software j )ou 



ZX SPECTRUM 48K/1 28K/+t£9. 99), COMMODORE 64/lf 

and Disk(£14.99i and ™ 








the change. 

without busting your pockets. 



FREE GAME OFFER 

(details inside each pack) 



SPACE COLONY “06" has been attacked by space pirates. 
To put an end to their plundering, a private rescue team 
calling themselves the “QUARTET” is recruited. 



‘...extremely addictive and highly playable' Arcade Actiun, 
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The budget games king 
is offering three pairs of 
matching Milk Race cycling 
jerseys and racing shorts 
plus a copy of the game to 
the first three entrants 
who can successfully solve 
a simple puzzle and bung 
the answers in the post to 

entries received by the 
closing date, April 30th, 
will then be put in the 
proverbial hat for the Big 



Which Mastertronic games 

could be described as 

follows: 

1. A darts 
simulation 

2. A motorcycle 
racing game 

3. A science 
fiction hero 

4. Sounds like a 
French fly 
killer 

5. A family 
dispute 
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Sweet Talker 

Compatible with Interface I 
& II and Spectrum 16K, 48K, 
+ 2 . 



SpecDrum 

Digital Drum system for the 
Spectrum 48K/128K/+2 



jSpectrum Joystickl 
Interface For Spectrum I 
^mq^m48K/T28K/-*2.I 

fir; . udijk 

■ I 

EgWaB^H CbMUM2S‘.l 

I 

Kempston | 
M Compatability I 



Mega-Sound 

For 48K Spectrum and ZX 

Spectrum-*-. 

— W’yTTSBl Achieve 
'.mB| amazing 

■ "■"" • I capaMrties 

tn.it 
sp« 



i cassette 



Sound Sampler 



Cassette I Data I 
Recorder 

High quality 

W Bt recorders for 
your home 

9K8& computer 



keyboard 



(polyphonic keyboard ^ 
(containing a sophisticated ^ 
land very powerful computer, 

I suitable tor a wide range of ur 



Mach 1+ Joystick 



R.A.T. Remote 



r 2 Selector 
Connector 

Sinclair Joystick Adaptor for 
connecting ZX Spectrum +2 
computers to 
joysticks 

including ’ 
Cheetah 125 
and Mach I 



Joystick 

• 4 extremely 



lActionTransmitterj 

• Infra Red transmission I 
* • Touch control I 
J ~~~ • No extra 

i software required I 
'f y A? • Compatible with! 

all Sinclair/Cheetahl 

V t , £ peripherals via the I 

V ^dt rear edge connector. 



Probably w 
m the world 

• MeHShaft 



• - 2 Selector 
connector J 

• Uniquely ' ™ 
styled hand grip 



i warranty. 



Aerial 



56 Way Extension 



Split Extension 
Connector ^ 



Spectrum 1 28 / +2 
to Midi Lead 



Splitter 

I Cheetah's nea 
L splitter unit 
B complete 



I self-adhesive pad 

lallows you to keep your T.V. and 
Icomputer aerial leads plugged in 
Iwithout disturbing the picture. 



Midi control lead for 
Spectrum 128K/-2 
computer. 
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FIRST TRY 





Grandslapi’s Peter Shilton's Hand- 

single incident in a match and Foot- 
baller of the Year was a psucdo 
board game plotting your progrera 

Division international. Finally, Brian 
Clough's- Football Fortunes has- 
combined the computer game 
with a beard game to produce, a- 
hybrid to- challenge not only Foot- 
ball Manager but also board games 
such as the classic Wembley. 
Tennis developed from the 



S otball followed on after cricket 
d we taught the world to play 
s game too. West Auckland won 
. .nr- first World Cup, England did 
■Sy ^gh later, in 1966, but we haven't 
■U won it since. Modern football 
jEomes in a variety of forms, from 
r- four-a-side International Soccer to 
I the ten teams in Virgin's FA Cup. 

1 International Soccer (Commo- 
' dore) is widely acclaimed as the 
| best football action game, despite 

cartridge C64 version has formed . 
I the basis of many tournaments and* 
countless copies. One of the* 
worst clones was Glen Hoddle's 
Soccer (Amsoft). This Amstrad 
game features appalling animation, 

• tfiplayable gameplay and ridiculous 

rules which makes this game the 
undoubted duffer of the decade. 

What is likely to be the con 
game of the century is also a foot- 
ball game, Artie's World Cup. This 
was claimed co be an ‘improved’ 

which the games were part of a 
[ World Cup knockout. Last, year 
I the game — now selling as a 
I cheapo repackaged by US Gold 

with a poster and a badge — was 
selling for twice its original price! 



ySidLclJill. 



r the or igi nal tennis game, com- . 
I pleted their research and produced 
I Bjorn Borg, who dominated the 

I model took over. Meanwhile Psion 
I produced the Match Point .in 1984 
|>which -'- L — L 



. St" 1 ' clump, on alihough 
dojely followed by Atari's 
ni< mu. Ocher versions have lacked 
the strength to get over the net 
Or were just too difflctfc — I'm still 
■poking .for someone who can 
actually play Activisiofts On-court 



However, things moved on. It 
was discovered that the football 
r manager has almost as much fun 
as & players and one of the 
current best selling games is simply 
called Football Manager. Addic- 
tive's game Is still improving on its 
100.000 sales five years after initial 
launch, despite being Written 
entirely in Basic. A few games have 
attempted to emulate it. some, 
such as Oualsoft's Mexico 86 and 
The Double, (from Johnston Scan- 

have managed to match the sheer 
~?ddlctiveness of Addictive's game. 

Now there are football games 



As far as I can discover there 

£ nah Barrington's Squash — pro- 
ced by the now defunct New 
Generation Software. This is an 

paying I you can fiilfie. 
j The Olympics have spawned 
many classic games following the 
fortunes of runnerSf, like Daley 
Hhompsbn In the Decathlon 
(Ocean)-. Epyx's Summer Games 
may have come oh the seem! too 
late but Summer Games II — eight 

still a favourite. Winter Games and 
the recent World Games — a 



from other 






Wembley. 



REAL RACKET 



PLASTIC PITCH 






These days you i 



runo (Elite) or Bar, 
division) at take pai 
Jight (US Gekk c 
Rock 'n Wrestle (Me 
se) or ChampionShl 



winners, notably Mast, 
cut price Formula One S 
Epyx's Pitstop II and A, 
Firebird's Revs, which die 
what Super Cycle (Ep 
Speed King (Mastertronic 
Racer (Digital) Intergratic 





Test dive one for yourself. 



ampionofUS 



CBM64/128 £ 9.99 Ope £ 14.99 disk 
IBM £ 24.99 disk 
Atari ST £ 24.99 disk 
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Firebird Silver 
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Nowfrie Status Software label brings you games Available Commodore 

Superb sounds, great graphics, fast action CaSSette £9.95 
The gilt edged label for people who demand the Disk £ 1 4 95 

Just arrived. The Vikings full of action packed fun 5000 AmStrad/ 

with challenges for all levels. Tipped to soar up the opeCtTUm 



fO RTI^E 



Also available from 
Status Software 
on IBM PC, AMSTRAD 
PCI 51 2, TANDY 1000 



Quest for theming 
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THE GILT EDGED LABEL 



Cassette £9.95 
Disk £14.95 







"I overland used to be ruled by four 
magicians, each of whom derived 
his power from a magical scroll, 
The four used their combined 
talents for the good of Neverland 
which prospered. 

Bur that changed with the 
arrival of Colo! 

The skies turned black when he 
arrived with a deafening roar. The 

magicians where they stood, stole 
the scrolls and took over. 

Neverland changed, tyranny 
niled, so desperate did things 
become that the inhabitants 
decided that Colo and his minions 
must be destroyed ac all costs. 

So it was that a deputation of 
Neverlanders arrived at your cave 
one morning pleading with you to 
help them. As a witch, they ex- 
plained, you should be able to use 
your magic to destroy Colo. They 
offer you four gifts to help you in 

wand and a sand glass'. You find it 
impossible to resist their pleas, 
accept their gifts and make your 
way to the entrance of Colo's 

I The burrow is divided into four 

the scrolls, Only when you possess 
all four scrolls can you seek out 
Colo himself. 

You start off in the forest. 



resort to bare knuckle fighting. 

The weapons and spells you 
pick up are for use against the 
different creatures that you 
encounter. Some are impervious 
to certain weapons but vulnerable 
to others. For example, wand 
bolts will bounce off the club- 
wielding Marhkos. although you 
can thump them out of your way. 
In practise, it is easier to jump over 
them though, an art to be 
practiced as the longer you keep 
the joystick In the 'up' position, 
the higher you leap. 

The spells include a cutter, a 
type of boomerang, shield, fireball, 
guard, as well as other weapons. 

As each scroll must be found 
within a certain time limit there is 
also a timestop. 

Apart from the Marhkos, the 
other denizens of the burrow who 
are equally hostile, include goblins, 
skeletons and slugs. There is also 
something called a 'lift genius' 
whose sole object in life is to drag 
you down two levels thus making 
the divine and forest scrolls even 
harder to attain. If you reach the 
end of a level, you arc given the 
scroll by a guardian ant-eater! (who 
comes up with these ideas') and 
the monsters become f- — 



Magic Madness is a cross 
between Ghosts and Goblins and 
Cobra. Although the graphics are 
a bit blocky, on-screen presenta- 
tion is generally good. The game 
plays well and is quite addictive. 
Written back in 1985, it is a pity 
Anco could not get the rights then 
as there are now several games of 
this type on che market. 



t, is the divine level — 
ots of clouds to 
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2. BARRY MCGUIGAN 
WORLD CHAMPIONSHIP BOXING 



Star Gaines, 

Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423 



CBM 64/128 tape 



mm 



AMSTRAD 



SPECTRUM 48K 
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3 Wasting alien hordes] 
B comes easier when you 
have the best equipment. 
And the latest state of the 
art joystick — which has 
wonderful wasting capabi-l 
lities and is the joystickl 
equivalent of the Colt 45 — 
should help. 

It is called the Phasor I 
Joystick and it would set 
you back £14.95 in the 
shops but good old Gamer 
is virtually giving away not 
one, but 20 of ’em. 

I We reviewed the stick 
last month along with 
Mastertronic's Magnum 
and the Phasor came out 
ahead. A simple no-non- 
sense stick based on al 
pistol, it has a butt and a I 
trigger where a triggerl 
should be making for great! 

shoot-em-up fun. The stick I 
itself sits on top. The e| 
loved it and whiled away I 
more than a few happy I 
hours supposedly! 



Gamer April 



to chose of spring all you 
need do is sort out the 
eight mixed up gamesf 
below then write the 
answers on the back of an 
envelope, chuck the entry 



J form inside and send it to 
I Phasor I Competition 
Computer Gamer. ASF 
Ltd., I Golden Square 
London WIR 3AB. The 
closing date is April 30th sc 
get working and don’t be 
an April fool and read the 
rules on page 90 first! 



I Universe 

4. Ace Miner 

5. Park Harrier 

6. Space King 

7. Masters of Aces 

8. Championship Lair 
eg: Trivial Frame and 

10th Pursuit would 
give you 1 0th Frame 
and Trivial Pursuit. 



Jgree to abide by the rules of the competitie 
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Game, set and match to Advance — j 
Gordon Hamlett takes an approving, 
look at their latest offering 



H Computer: Commodore 64 
HjSuppIier: Advance 
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A riolasoft's They Stole a 
Million uses a database for 
skullduggery: punch up a 
selection of jobs, fences 
and crooks to help you 
hit the big time. The game is in two 
parts: you select target, fence and 
hire your team before planning and 
executing the raid. 



of your crooked associates takes I 
on the risky job of lookout. You I 
should be ready to freeze the I 
action in case the cops suddenly I 
appear and even be prepared to do I 
a runner leaving your hoods ic m 
face the fuzz! 



X Title: Dodgy Geezers 

V Computer: Commodore 64, 

X Spectrum, Amstrad, BBC'! 

• Supplier: Melbourne House 

X Price: £9.95 



A dodgy duo star in the first of 
these two crime games. 
Dodgy Geezers. Although 
the aim is the same In both 
games — to pull off the 
Crime of the Century — they 



crooks, fences and targets where- 
as Dodgy Geezers is a straight 
adventure. 

Dodgy Geezers was written by 
Lever and Jones who sound more 
like soap powder manufacturers 
than a pair of programmers. They 
were also responsible for Mel- 
bourne House's other comic ad- 
ventures, Hampstead and Tcrror- 
molinos, but we don’t hold it 

Dodgy Geezers was written 
\ using an enhanced version of Quill 
| so features some graphics as well 
xt. Using standard two word 
I adventure commands you begin 
I the game in a prison cell — luckily 
it's your day of release! — and then ( 
proceed to plan and recruit for i 
| your next big job. a 

Scouring the streets for likely • 
associates you come across a bul- « 
lion truck. The driver has fortui- 



tously stopped off for a cuppa. You 
also see some possible recruits 
featured on wanted posters. 

The game is mainly text with 
a few small pictures thrown in at 
key times — such as the posters, 
M well as important locations. 

and assembled your gang you're 
ready for the second part of the 
games. But you need a password 
first so there's no diving straight in 
" ve done the ground- 



Dodgy Geezers is in the same 
humorous vein as Hampstead and 
Terrormolinos with lots of 'can’t 
do that, John' cockney phrases 
which don't quite work, thrown in. 



S Title: They Stole a Million^ I 

^Computer: C64 \ | 

\ Supplier: Atiolasoft ^ 

V\\C\\\\\\\\ \\\\\\v\ 

Using SWAG (Software for If all goes well you'll hi 
Aspiring Gangsters) you can buy in- enough profit to organise big) 
formation about your target, the and better jobs until, finally, y 
stuff you hope to steal and the can go for a million, 
alarm system protecting it. You I thought They Stole a Milli 
must then choose the right fence, the better of the two games, but ■ 
For example. Small Change Sue is Dodgy Geezers will appeal to the I 
ideal for coins but useless for dedicated Lever/Jones followers If 
shifting paintings. Then there are _ - .. J 

the drivers, safe blowers, elec- ^ •v w. V \\\\'| 

tronlcs experts and other hood- XSCORELINE 

lums you need to do the job. ... 

Planning the raid is simple. You P . ... 
use joystick controlled icons to 
control the action, the movements ' y,™" 

— mapped out on blueprints >"T “ . 

speed \OVERALL 



SCORELINE 



impact f5%« 

Originality 65% » 

Gameplay 55%» 

XFactor 55 %» 

OVERALL 60%' 



History: 1 1 

Adam had his first brush 
with the law at the age of 
ten when he was stopped by 

1 of 4 ■ ■ : 1 1 Mahi 






I Steve Applebaum joins the anti- 

I nuclear protesters, sails the Barbai 
Coast and pilots Super Huey — 
without leaving his ^rmchair! 




irts, flir Hockey, Bowling & Ping Pong 



C.C.I 

MEGA 



SportTIme 



COMMODORE 64* \ 

<C)£8-95 (D) £14-95 N ' 

SPECTRUM 48K,128K,+ 

£8-95 

AMSTRAD CPC 

(C1C9-95 (D) £14-95 





II games are also available by mall orde 
cheque made payable to "Durell Softv 
:itle of the game you wish to purchase 
s only £9.95 by mail orderl 



charge for postage 
along with your nan 



packing. Just include a postal 
and address, your computer, 
rn-of-post. Note: Amstrad 






SCORELINE 





Kirk will look for hidden switches. 



’s sick bay, Uhura rakes ^Soock will try to deccde'Sulu will ■ 
» from Starfleet command file hisphasor at it and Chekov will 
scial archive planets and, kick it - It may be better to leavel 
coctie reports on the state Chekov on the Enterprise A' 
p and Impulse Drives. control bar at the top of the 
■ first job Is to select Sulu's screen will report reaction to 
i and plot a course to a star these activities jr nothing, iti 
Sphere. Then you select worked or a crew man is injui^l 



1,000 stars around] 
16 life supporting] 
slore. Initially, you] 
the outer parts of 



i the main Klingon and 



I SCORELINE 

I Originality 
I Gameplay 

| OVERALL 



o 




SCORELINE is a guide to the 
entertainment value of the game 



review. 






iORIGINAUT^i^^^^hes^days^^ 



abut even an old idea can be 
Jnew twist. 



systems will be penalised. 



X-FACTOR gives the reviewer the y 
chance to express an aversion to y 
sickly coloured cassettes, permits a y 
hangover allowance and provides an y 
adjustment for programs that are iny 
| bad taste. )* 

!o°So»°§°§°go°5°5oJ 



'GAMER GOLDS will be awarded 
* to those games which reach a 
v sufficiently high overall score. The 
/ award is weighted towards Impact. 
/ Originality and_Gameplay^^^^ 






BANE OF THE MONTH 



. .is not 

always a duffer but it’s certainly the 
kind of game which makes you reach 
I for a crucifix to hold it at bay! 





>VTitle; Olli & Lissa y 

•V Computer: C64 *< 

‘vSupplier: Firebird Silver*. 

'•‘•Price: £1.99 



Olli and Lissa has been tremen- 
dously successful as a Spectrum 
budget game and has now been 
released on the Commodore 64. 

Shiliore Castle Is in the barren, 
rocky highlands of Scotland. A 
peaceful place, this peace is about 
to be shattered — the building is 
to be removed stone by stone and 
shipped to America. The castle 
ghost. Sir Humphrey, is, not sur- 
prisingly, perturbed by this and Olli 
and Lissa are recruited to stop our 
friendly spook being forcibly 
emigrated. 

When I say that Olli and Lissa 
will help, I really mean that Olli will 
do the dirty work. Lissa plays no 

support for her boyfriend. 

Shiliore can be saved if Olli can 
retrieve all the ingredients for Sir 
Humphrey's invisibility potion. 
When the potion takes effect the ( 
ghostly knight can then, hopefully, 
cause sufficient havoc to thwart < 
the export deal. < 

Each ingredient is hidden on a . 
different screen of this platform i 
game and each screen can only be i 
tackled when the previous ingre- 
dient has been found and placed in 
the cauldron. To reach a new 



^CsNNNXXXXXXxx wv 

Title: The Equalizer ^ 

Computer: C64 N 

NS Supplier: The Power House ^ 

vxPrice: £1.99 X 

00,X\\XXX\\\\\\\\\\\\\XX 

The new Power House label is old The graphics are blocky and 
Alpha Omega in disguise. But reminiscent of the Japanese's MSX 
although Alpha games have rarely characters, and the action is linear, 
stunned the world they are visually Also, the platforms are all in a line 
fairly cheerful, unlike the now standard ladders 

The Equalizer, the latest, has and ramp style. Still, The Equalizer 
nothing to do with the TV series is a mean game, but it is hardly 
but deals with the evolution of likely to stun the world. ED 
n. It is about about the survival 



recipe and return to the castle. 
This means that the game gets pro- 
gressively more difficult and by the 
time I reached the eighth and final 
screen it was a daunting task even 

In the tried and tested platform 
tradition everything depends on 
timing. Solve the problem of when 
and where to jump and you should 
have no problems. If this was a full 
price game I would say that the 



jungle you batde your way through N"PI?“* 
the ages and, finally, into the future \ Originality 
to rescue your girlfriend. On the S Oameplay 
way herds of strange creatures try . X+actor 

growth with their OVERALL 40% i 



I 



because the game only took a 
couple of hours to complete. But 
£1.99 - for two hours or more 
of fun — is relatively cheap these 
days. If you want a cheap challenge 
you will find it difficult to find 
something better. ED 

I; SCORE LINE* 

% Impact 65% 

Originality 70% 

'a Gameplay 70% 

• X-Factor 85% 

•OVERALL 73% 
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THE BIG K.O. CBM 64 




Compete against eight increasingly more agile 
opponents in this unique boxing simulation which 
stretches your computer to the limits. Super size 
sprites, superb animation and a touch of humour 
make this a game not to be missed. 

One or two players. 

"Game of the Month" (A.&B. Computing) 

"The Best Boxing Game on a Computer" (Electron User) 

£7.95 CASS. 



SAVAGE ISLAND PART 1 AND 2 

These graphic Adventures are from the 
master of Adventures - Scott Adams. Can 
you survive the forces of nature? 

Can you outlive the awesome power of 
Hurricane Alexis as it hits Savage Island, 
the setting for these superb Adventures. 
Available for CBM 64, Plus 4 with Graphics. 
C.16 - Text Only. £7.95 EACH 



BATTLE STAR Cl 6/PLUS 4 

BATTLE STAR is a sophisticated combat zapping game - 
the best yet seen for the C16/Plus 4. Beautiful smooth 
scroll with over 100 screens of action, detailed graphics 
and great game play. 

Whilst on patrol over the watery Planet Nuljai you 
encounter an Alien construction ringing the Planet. This 
construction was built by the evil Cyfrots to syphon off the 
precious water and transport it to it's people. 

Your mission is to destroy the Pulse Mines supplying 
Cyfrot and blast out of sight the Aliens' marauding bombs. 
Mega Award Commodore Computing International £7.95 





If you require any of our software fill in the Order Form below. 

All games are post and packing free or your can order by Access/Visa by ringing 091 414 4611. 



Tynesoft Computer Software, Addison Industrial Estate, Blaydon, Tyne & Wear, NE21 4TE. 







Gilsoft brags that its new system wilTCea^myl 
adventure creation program on the market. I 
[Nigel Brooks of Smart Egg Software gets his I 
[professional paws on a copy 





PAW is based upon sound 
principles and has Che potential to 
create sophisticated adventures but, 
for PAW to succeed, writers must 
be able to get on with the job 
quickly and easily. It is a -utility' and 
it must be usable. With that in 
mind, here are some of PAW's more 
general features. It has a system of 
memory overlays in both 48K and 
I28K modes to gain maximum free 
memory. As an example, PAW has a 
font designer with which you can 
create or modify your own 
character sets (though 22 are 
provided with PAW). Once the 
adventure has been written this 
code becomes redundant, so if 
memory starts to get tight, new 



Thes 
'Professional 

Adventure ‘\\ Ht iiuj 
SyMerru^ 



•adventure’ data overwrites the font 
designer. At this point if the writer 
wants to use the designer again he 
must load it back from tape. Even 
the game test facility can be 
overwritten in this way, leaving an 
interpreter just 4K long for the 
completed adventure! In 48K mode, 
several features must be pulled off 
tape in this fashion right from the 
start, making I28K mode, which is 
otherwise identical, a little more 
friendly and convenient. 

If you've used the Quill by now 
you may be asking how does PAW 
compare? Here are a few titbits to 
help you decide. There are 256 flags 
available. New conditions include 'is 
an object at/not at a given location?' 
and flags can be manipulated in just 
about any way imaginable — add 



Now for the graphics. They l . _ 
drawn Illustrator-style on the screen 
in the same fashion as old Level 9 or 
GAC games. This is not as quick or 
elegant as flashed on-screen, art- 
package style graphics, but the draw 
routines and, in particular, the fill 
routines are fast. The package is 
simplicity itself to use with many 
useful features such as rubber 
banding and subroutine calls. It's 
economical and, what's more, I have 
already seen some excellent results 
achieved with it. 

New users will enjoy the results 
they can achieve with PAW but, as 
with any utility, it will take time to 
master. Anyone who's grappled with 
a new word-processor or art 
package will appreciate this fact. 

PAW represents the state-of-the-art 



although there has been a degree of 
compromise in producing a utility 
that just about anyone can use to 
good effect. Adventures written 
with it will not, by definition, be 
breaking new ground but I don't 
think that this is important. 

Probably no more than one in 100 
users will ever take PAW to its 
limits in any case. I suspect that 
what people want in an adventure, 
or piece of interactive fiction, as 
Infocom would have it, is a believ- 
able world, created with imagin- 
ation and possibly a touch of 
humour, with well-structured 
problems and, of course, good 
presentation. A writer can achieve 
all this and much more with PAW. 

The two manuals which accom- 
pany PAW cover the all-important 
details on how to use the package. 
The technical manual is clear and 
concise, amply covering all aspects 
of PAW in just 40 pages. For 
beginners to adventure writing 
systems the second manual contains 
worked examples of simple 
adventures which cover the 
important facilities provided by the 
suite of programs. There is also an 
essential lesson in English grammar 
to enable the user to distinguish 
between verbs, adverbs, 
prepositions and all of the other 
parts of speech which the parser 
must be able to recognise. 

Initially released at £22.95 for the 
Spectrum 48K/I28K machines, the 
Commodore 64 conversion is 
expected within the next few 
months and future plans include an 
Atari ST PAW and a CPM version 
for the Amstrad PCW. Gilsoft is also 
considering the Amiga and IBM PC 
as worthy contenders for future 
developments. 

PAW is a well thought out, 
polished utility written by people 
who genuinely care as much about 
the amateur writer as they do 
about the professional, but what 
you get is only the start. What you 
achieve with it will depend entirely 
upon your own imagination and 
dedication . . . 




PLAN YOUR 
OWN EASTER 
SPORTS PROGRAMME! 



^SSwSS- 01 - 

Han< ? b £695 64, 

^Sl^SKand^sttad 



Arnerlc, 



The R.R.P. of these 3 products 
is normally £19.89! 




] The TUbe -CBM 64, Spectrum 
j Scorpion -CBM 64, Spectrum, 
Amstrad 

. RomulUS -CBM 64 



Please send me The Sports Collection @ £9.95 (P&P Free) 

Commodore 64 □ Spectrum 48 □ Amstrad CPC 464 □ 

Name 

Address 

Cheques/PO to: Argus Press Software 

Victory House, Leicester Place, London WC2H 7NB 
Credit Card Hotline: 01-439 0666 
(Please allow 28 days for delivery) (Limited availability) 
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actually play the game. It is rela- even with a joystick, can be a little 
tlvely simple to keep tabs on your hairy to start with but 
height and speed as well as the practice it is 
position of the aircraft all at the Another 



But playing such a game with- 
out a joystick is no fun at all — a 
game like this needs the quick 
reactions provided by the stick. 
* ‘ interesting for 



N Title: The Vikings 

x Computer: C64 

3 Supplier: Status Software [ 

N Price: £8.95 



After the recent. albeit short-lived, north. First you must find a spear before enterin. 

Swcdteh invasion the Danes have and a shield, with which to beat off stronghold where y 
launched an attack on the British hordes of attackers, then you need awaits vou ' 

Cha The a \flk£« B £“i? I'*','-. n SCaling ' ad ^ r ~ t0 rcach the Apart from inters 
, ,,1= ,«?' b , y Ketel ? b " c ’ 15 Naming torch in the tower Each screens, which Indud 

a taie or pillage trom the Dark time you play the game the objects Viking picture whiel 

«ges. in style, however, it is more are found in the same location so border as well as the screen 
reminiscent of Commando or «“/- game itself is fairly run of them 









- — - — - 'fa vvsy. game itseii is rainy run ol the mill. 
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< Title: 


10th Frame 


( Computer: Spectrum 


Supplier: 


US Gold 


Price: 


£8.99 



,000000000c 

booooooooo 

000000000c 

5000000000' 

000000000c 
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Art A/- 



Supplier: Ocean 

£8?5 



S hort Circuit, both the game programs you 

and the film, concerns a only hold three of these in 
nuclear weapons transporta- memory at any one time, though 
I lion robot that gets hit by a bolt you can freely change the three 
I of lightning. This makes the robot that you have. You start off with 
I sentient, ie self aware. The chase only the Link program. This allows 
J is then on for the authorities trying you to hook yourself up with 



| made him wants to take him apart offices and download software in 
to find out what has happened, their memories. 

The President of Nova Robotics Other programs, like search, 
(the manufacturer) wants to cap- allow you co examine objects in 
- -' )e weapons he rooms to find out if they contain 



re him before , . . _ 

is carrying kill millions of people, anything of significance, 
and the security chief wants to programs — like laser, are needed 
blow him up so that he can get for the next stage of the game, 
home in time for dinner! Constructing an artificial robot to 

The game is in two parts, each act as a decoy is the main aim of 
individually loaded. Though your the game, however, 
score is carried forward from one The second stage of the game 
to the other to make a composite is a cut-down version of Stryker's 
! at the end. each game is playable Run. You move across a scrolling 
separately. The first game is one 2D background with animals 
of the now familiar 3D maze coming at you from one direction 

C es that are proliferating on the — jump over them for points — 
itrad at present. The main and enemy soldiers and robots 
difference with this game is that from the other. All this, as well as 
the view is not isometric, ie viewed having to jump over puddles, 
from a comer of a room but a streams, and boulders as well, 
! more direct one square on to the would be comical if it wasn't so 
l room, This works very well as awful. Even shooting the guards 
there isn't the usual control just paralyses them and makes 
confusion and is the one original their trousers fall down! 



It allows The sc 






r lower quality. However, the first 
? game is of such low quality itself 
detail than usual. that one begins to wonder if two 

The only problem is that all the games which are so bad are even 
furnishings in the rooms look worth the price of one! My 
Identical. All the desks look the conclusion was that the second 
same, all the potted plants look the game is dreadful and the first game 
same, all the filing cabinets are of a mediocre budget maze game, 
one design and all the coat stands The trouble is Ocean aren't in the 
have the same coats on them. This business of selling games at budget 
is a reasonable technique for saving prices. MR 

memory, but when you have two — 

desks and two bookcases and a ///, 

wall full of filing cabinets in every 'SCO RE LINE 
room things do start to get a bit '| mpac t 15% 

„ , 'Originality 20% 

The idea is to find your way *Gameplay 50% 

around the Nova complex. This is yx- Factor 35 % 

the factory where the robot was , v r DA , , y o0/ 

built. You have to find objects and .wVtKALL 1 

'*■ pi " 1 " T • • " V/////////A 



If you enjoy shattering the pins end up in the gutter for which 
with a 15 pound ball then you'll your score will be zero. The game 
love this ten pin bowling simulation, can be played at kids, amateur or 
Up to eight players can com- professional level. The timing 
pete in a one to five game series becomes more and more 
played at different important at each level, 
everybody has a This is a highly addictive game 
for a group of friends who can 
The screen display shows the compete on equal terms — the 
view down the alley as the machine computer keeping track of the 
resets the ten pins. You can play score. If you have any spare cash 
your shots by moving both a player buy this one. it will bowl you over, 
character and a marker that plots AH 

the path of the ball. At the side of _ _ - - — « 

the screen a speed hook gauge is x WV3UUOO O O O O 
used to control the shot. Pressing QCORFI IMP “ — — - 

the fire button starts the aonroarh latLllSL 



the fire button starts the approach 
and releasing it decides the 
strength of the shot; a second joy- 
stick press determines the amount 
of hook or spin on the ball. It's vital 
to time these joystick movements 
accurately as there's only a narrow 
margin for error, the ball can easily 
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The prisoners have escaped from 
jail and you must catch them. This 
' ' simple plot of this coin-op 



However, the prisoners have 
also broken into the armoury and 
you'll have to be a crack shot if 
you're going 



ough t 



: the ii 



convicts can only move and fire in 
four directions. 

Despite these limitations the 
game still has addictive appeal and 
would do well as a bud; 

doesn't make the grade. 



people that get caught up in the 
drama. Save them and you get a 
better weapon with which you can 
blast (arrest) the prisoners who are 
hiding behind cars and inside 
nearby buildings. 

Although the prisoners all trail 
ball and chains behind them the 1 
graphics are at best blocky and the I 



I SCORELINE 

Impact 40%l 

Originality 35%l 

Gameplay 65%w 

X-Factor 55%l 

OVERA LL 48% I 







Title: I Oth Frame 

Computer: Amstrad 
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jperbly animated in 
tanner to Impossible Mis 



X-Factor 65% 

OVERALL 64% 
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From the blazing deserts of the Sa 


ihara and Gobi, the mysocal 


' bedouin tribesmen, came a wamor race feared by an that flea 

iiii~: before them, outstanding horsemen, fearless In battle driven 

todestructlonbvaHolvfei\/our.theS3racenwarriorwasthe 
fc* scourae of the peoples ol Eurooe and North Africa 
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▼ * elcome to our international 
Hi-Score competition. Each month 
we publish the details of the all-time 
best scores in Gamerland. 

To enter all you have to do is 
send in your score. Remember to 
include a passport-sized photo of 
yourself and a hint sheet. This proves 
two things: 

1) That you’re human 

2) That you've played the game. It 
also helps others to try to equal 
your score. 

The best hint sheet each month 
will win a software prize and the title 
of Master Blaster of the Month will 
be bestowed upon the author. 

Send your entries to: Hi-Score, 
Computer Gamer, ASP Ltd, I 
Golden Square, London WIR 3AB 
Remember to include a stamped, 
addressed envelope if you want your 
photograph returned. 

^ wm mm m 

Hi-Score Gamer April 

Game 

Manufacturer 

Computer 



Witness. 

■ April 1987 



Ghosts & Goblins 
Gold Digger 



^April 1987 ■111 



Richard Ewart 
Nigel Clarke 
Christopher Beard 
Mike Roberts 
Michael Brown 

Steve McDonald 
Freyr Kolbeinsson 
Justin Brown 
Wayne Ingold 

Simon Gardner 

Robert Booth 
Craig Burbridge 



Robert McKane 
Chris Rastelro 
Wyndham Townend 
Stuart Cantwell 

Edwin Hayward 
Lee Markham 
Paul Renwick 
Mark Cunningham 



David Robertson 
Loucas Thomas 
John Watson 
Sigurd Winsnes 
David Stein 
David Harrison 
Terje Mentyjaervi 



Vidar Wernes 
Rick Oberoi 
Dominic Anderson 
David Brown 

Mark Henley 



Andrew Tatlock 
Stephen Auis 
Declan Curran 
Kurt Freeman 
Mark Cunningham 
Mike Roberts 
Jeff Barber 
Paul Mahon 
Robert Montgomery 
Peter Lipscombe 
Mathew Taylor 
Simon Jones 
Adrian Davies 
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games compilatii 



SPECTRUM 



3M ALL GOOD l 
WARE DEALE RS 



IODORE 



AMSTRAD 



£9-95 14-95 £9-95 14-95 



DIGITAL 1 

INTEGRATION! 





the Red Cross people on the 
sidelines are YTS butchers' 
apprentices. 

Take your stick and string up 
your skates. And win!!!!! 



sst him. Once yo 
deactivated — w 
although he does 



99 END 

100 P0KE53280. 
102 PRINT"!! 
104 PRINT"!! 



: P0KE5328 1 , O: PRINT " 3" 



!06 PRINT"!! 



PRINT"!! 



14 PRINT"!! 
16 PRINT" 



118 PRINT"!! 
120 PR I NT "II 
REW" 

122 PRINT" *1 
RKE (SCO) SI 
124 PRINT"!I 
126 PRINT";j_ 
128 PRINT"!JV 






UCLA 



132 PRINT' 



38 IFJS= 

40,240 

40 I FQ< 8THENG0T0350 

41 IFQ>=8ANDY>220THENG0SUB5 

42 IF1PEEK (7*30) AND1 ) =1THE! 1 
! G0T0400 

44 PQKEVO, Os G0T020 



!1ANDX>42THENX= 



134 PRINT":! 

— Si B Si 
136 PRINT"!! 

a a - a ■ 

138 PRINT"!! 



by ANDREW CLARt 



H- 



Well, you're about tt 
Dured flesh. 

in uiis, the Biff'n'Bonk Ice Hockey 
League (Promoted by Drill'n'Fill 
Dental Practices Inc.), teams normally 
have seven outfield players and a 
goalie. Trouble is, this week your 
team, the Altogether Niceguys Club 
have come up against Mince & Maul 
Butchers Club. 

Your six outfield colleagues have 
' fled leaving you, Ace Milligan, to face 
M.M.B.C. alone (That is, those 
colleagues of yours that could walk 
— and only two managed that. Even 
'ben one did an undignified hop). 

Your goalie is solid and 
trustworthy (i.e. thick) and will stand 
by you in any emergency, through 

(i.e. exceptionally stupidly dense). 

Mince & Maul Butchers Club are 
sponsored by Mince & Maul Butchers 
Ltd. You must ignore the rumours 
about the fact that the ambulance: 



0 REM*** *************** ************** 

1 REM*** ICE HOCKEY FOR THE CBM 64 ** 

2 REM*** WRITTEN BY ## 

3 REM*** ANDREW CLARKE (C) 1986 ** 

4 REM******************##***,***,**#, 

6 G0SUB100: FQRS=240T0247: F0RT=OTO6 - ? 

8 READW: P0KES*64+T, W: NEXT: NEXT: CLR~ 

/ 9 7=53248: S1=0: S2=0: G0SUB630 

7-53248: 0=1 : PI =7*2: P2=7+3: P0KE7+21 , 
jj 12 G0SUB200: G0SUB300: G0SUB150 

4 P0KE7+2B , 255 : P0KEV+38 ,10: POKE 7+37 , C 

5 X = 129: Y=64:POKE2040.240:CH=0 

3 P0KE7+39 , 6 : G0SUB560 : POKE7+30 , 0 
3 P0KE7, X: P0KE7+1 , Y: P0KE7+21 , 255 
22 JS=PEEK (56320) : IFJSO127THENP0KEWA, 12 
7| 9: GQSUB550 

V I FJS= 1 26ANDY >60THENY=Y-5: P0KE2040. 2 
26 IFJS=125THENY=Y+5: P0KE2040, 240 
28 !FJS=123ANDX >42THENX=X-5: POKE2040, 2 
30 I FJS= 1 1 9AND X< 226THEN X=X +5 : POKE2040 , 

: 32 IFJS=122AND ( Y760ANDX >42) THENX=X-4: Y 
-4: P0KE2040, 242 

34 IFJS=1 1BAND ( Y>60ANDX<226) THENX=X+4: 

Y— 4: P0KE2040, 243 

IFJS=1 17ANDX<226THENX=X+4: Y=Y+4: POK 




VO-54296 t AT=54277 : W A=54276 
SU=5427B: HF=54273: LF=54272 
POKEAT , 32; POKESU , 255 : POKEWA . 1 29 
RETURN 

REM ******* VICTORY NOISE 

GOSUB500 : POKEWA , 33 : POKE VO 1 5 

F0RT=1T0100: POKEHF, Ts NEXT 

GOSUBSOOs RETURN 

REM ******* DEFEAT NOISE 

G0SUB500: POKEWA, 33s POKE VO, 15 

FORT= 1 OOTO 1 STEP— 1 : POKEHF, T: NEXT 

GOSUBSOOs RETURN 

REM ******* HIT NOISE 

GOSUBSOOs POKE VO, 15 

POKEHF, 20: FORT=1TD30: NEXT 

GOSUB500.: RETURN 

REM ******* NEW MAN NOISE 

GOSUBSOOs POKEVO, 15: POKEWA, 33 

POKEHF, 20 

RETURN 

SKATING NOISE 

*yo, is 

241 : POKEHF, 2 : RETURN 
243 : POKEHF, 2 s RETURN 



, 196 
: POKEVH 



PRINT"MU*I 



SHOOT 



424 IFPEEK (56320) <>1 1 1 

425 S0SUB530 

426 FORT= 1 96T0 1 OOSTEP- 
428 JS=PEEK (56320) 

430 IFJS=123ANDX2>100THENX2=X2-s 
432 IFJS=1 19ANDX2<242THENX2=X2+< 

434 I FX 1 >X2THENX 1=X 1 -5 s P0KE204 1 , 

436 IFX1<X2THENX1=X1+5:P0KE2041, 

43B POKEV+ 1 4 , X2 : POKEV+2, X 1 
440 I FT > 1 50THENP0KEV+3O, 0 
442 I FT< 1 50AND ( PEEK ( V+30 ) AND 1 30 1 
PR I NT "SAVE ! ! ! " : G0SUB520: GOTOIO 

1 444 NEXT s PRINT"GOAL ! ! ! !":S1=S1 + ! 

Os GOTOIO 

1 450 POKE V , 1 70 s POKEV+ 1,190: P0KE2C 
452 POKEV+3, 130: POKEV+46, 10 
454 P0KE2041 , 244: F'0KE2047, 247 
455 POKEV+39, 2: P0KEV+40, 6 
456 Xl =170: X2=170: POKEV+15, 196,-H 
45B POKEV+2, X 1 : POKEV+ 1 4 , X2 : POKE! 
GOSUB560 
460 PR I NT "MUM 
DY" 

461 PRINT" Mail 
PER" 

462 IFPEEK (56: 

467 R0SUB530 
464 F0RT=1 96T0 1 00STEP-3 : POKE V+ 1 5 , T 
466 JS=PEEK( 56320) : IFJS=127THENP0KE: 



ITHEN422 



: P0KEV4 



POKEWA, 129: PC 
IF2=243THEN2= 
IF2=241THEN2= 



■■PRESS BFIRE BWHEN 



468 I F J S= 1 23 ANDX 1 > 1 OOTHEN X 1 = X 1 -5 s 
1,2.45 

470 IFJS=119ANDXl<230THENXl=Xl+5: 



471 IFX2>1 00 ANDX2< 220 ANDK=0THENU= 1 0 : L=- ) 
0:K“INT ( (U-L) *RND(1) )+L: X2=X2+K: G0T0476 

472 IFX2>100ANDX2<220ANDK<0THENU=1 : L=-1C 
:K-INT( (U-L) *RND ( 1 ) ) +L: X2=X2+K: G0T0476 
474 IFX2>100ANDX2<220ANDK>OTHENU=10: L=-! 
: K=INT < (U-L) *RND ( 1 ) ) +L: X2=X2+K 

476 POKEV+ 1 4 , X2 : POKE V+2 , X 1 

478 I FT > 1 50THENPOKEV+30 , 0 

480 I FT< 1 50AND ( PEEK ( V+30 ) AND 1 30 ) = 1 30THEN 

PRINT" SAVE ! ! ‘ " : G0SUB5 1 0 : GOTO 1 0 

482 NEXT: PR I NT "GOAL! ! ! ! " : S2=S2+ 1 : 60SUB52 

0: GOTOIO 

500 F0RC=54272T054296s POKEC, 0: NEXT 



2 : RETURN 
WHISTLE NOISE 
iWA, 65: F’OKELF+7. 



562 FORT=100T0200: POKEHF, T:f 
564 GOSUBSOOs RETURN 

569 REM ******* WINNER NOISE 

570 G0SUB500 : POKEWA , 65 : POKEl 
572 POKEVO, 15: FORT-1T020: FOF 
574 POKEHF, S: POKEHF, T : NEXT: 1 
576 GOSUBSOOs RETURN 

579 REM ******* LOSER NOISE 

580 GOSUBSOOs POKEWA, 65: POKEL 








30018 

30019 

30020 

30021 

30022 

30023 

30024 
30023 

30026 

30027 

30028 
3002.9 

30030 

30031 

30032 

30033 

30034 

30035 

30036 

30037 

30038 

30039 

30040 

30041 

30042 

30043 

30044 

30045 

30046 

30047 

30048 

30049 

30050 

30051 

30052 

30053 

30054 

30055 



DATA20.0, 17,4,0, 17,5 
DATAO, 17, 1,0,81,65,84 
REM**** PLAYER RIGHT BACK 
DATAO, 0,0, 0,0, 0,0 
DATAO, 0,0, 0,84, 0,0 
DATA84, 0,0, 84,0, 0,84 
DATAO, 0, 48,0, 0, 168, 0 
DATA3, 168,0,3, 168,0,3 
DATA168, 0, 3, 168,0, 1,168 
DATAO, 5, 84, 0,4, 68,0 
DATA20.6B.0, 16,68,0,80 
DATA68, 0,64,68,5,65,69 
REM**** PLAYER LEFT BACK' 
DATAO, 0,0, 0,0, 0,0 
DATAO, 0, 21 ,0,0,21,0 
DATAO, 21, 0,0, 21, 0,0 
DATA12, O, 0,42, 0,0.42 
DATA192, 0, 42, 192,6,42, 192 
DATAO, 4 




Did you know that the system fc- 
■ogrammers concealed a game int 
i spare ROM memory of the C64l] 



5 REM GRAPHICS SYMBOLS- UP-CURSDR UP: 
CR-CURSOR RIGHT: DUN-CURSOR DOUN 
10 PR I NT ” C CLR , DUN 5,CR 131C0MPUTER GAMER" 
80 PRINT"CDUN 5,CR 161 PRESENTS” 

30 PRINT”CDUN 2,CR 7ITHERDM AND THE 
ICY UASTES” 

HO PRINT’TDUN 6,CR 1E.RUS ONI PRESS 
ANY KEY CRUS OFFI ” 

50 GETAS; IFA$-”"THEN50 

60 PRINT"CUP 1 , CR 12.RUS ONI INITIALISING 
CRUS OFFI" 

70 DATA £1,8,10,0,151, 52, 53 44 
60 DATA 43,54,54,58,151,52,54 44 
30 DATA 55,58,156,0,43,8,76,0 
100 DATA 153,34,147,31,17,17 17 17 
110 DATA 17,17,34,58, 153, 166, 43’si 
120 DATA 41,34,65,80,82,73,76 o' 

130 DATA 70,8,163,0,153,166,43 52 
140 DATA 41,34, 154, 71, 73, 84, 67,' 72 
150 DATA 65,33,33,33,0,87,0,208 
160 DATA 0,153,166,43,57,41 34 31 
170 DATA 70,73,73,76, 154,0, 13l' B 
180 DATA £43,0,123,65,178,43 164 43 
130 DATA 48,48,58,123,66,178,43,164 
£00 DATA 55, 53, 48, SB, 130,58, 151 53 
£10 DATA 51,50,56,48,44,43,52 58 
££0 DATA 151,53,51, 50 , 56 ,43,44, 48 
£30 DATA 52,0,166,8,250,0,123,66 
£40 DATA 178,43,164,55,53,48,58,130 
£50 DATA 58,151,53,51,50,56,43 44 
£60 DATA 54,58,151,53,51,50,56,48 
£70 DATA 44,54,58,130,0,0,0,255 
£80 A=2043:C=0 

£30 D-A+C: IFPEEKCD3O70THENC-C+1 • G0T0230 
300 IFPEEKCD+1 l-OAND PEEKCD+2)=131 GDT0320 
310 C-C+l : G0TG230 

3£0 E5s=D/256 : P0KE43 , D-E5s*256-2 : P0KE44 E5s 
330 READA: IFA-255THEN350 
340 P0KE2043+B , A : B=B+1 : G0TQ330 
350 P0KE43 , 1 : PDKE44 , 8 : RUN 
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ALSO AVAILABLE FOR SPECTRUM, AMSTRAD, 
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two players. The game featur 
noughts and crosses grid, the 



power failure or other disa 
’ ve used "REM" stats 

- a on the same line a: , 

but leave in the ones at the beginning 



m g ln 



I here are two programs to type in. 
One is the main Amstriv' progran 
the other is “Amsave", the questii 
editor/creator program. 

Tu ~ * “V program ' 



When finished, save onto tape 01 
disc and type in the Amsave 
program. Save Amsave on another 



■ 

] I 200 IF vv-2 THEN 2S0 
i ' 210 CLS #1 
220 REM 

lun L Fil °" :1F vv_1 vv-0 

uu- 0:ERASE gridS: DIM gridSC3 35-ER 
ASE grid: DIM gridCSl J, . ER 

260 GOSUB 930: REM grid Format routina 
270 des-1 : GOSUB 2620 
280 G° S UB 2560: GOSUB 1440 ■ "Draw sepa 
llnes for answer window... 

290 GOSUB 2620 : W”1 : GOSUB 1 120: vv-0 -qs 

IjESI'bS" tC Bl *“ 

300 xS-INKEys, IF x»— l„ EN 3 00 ELSE B 

301 CLS 
310 GOTO 350 

1 ! ll1ain Loop hare! I I 

330 GOSUB 1120 ■ "Print the cat’s 
340 IF tiebreak-1 THEN 2670 
350 GOSUB 2560 

360 GOSUB 1720: REM Find 8 split qui 



390 GOSUB 1970: REM Input routine... 

390 IF tike 1 THEN GOTO 2600 ELSE GOSUB 
2050: REM check answer routine 
400 GOSUB 2170: REM Add score 8 draw X 



0 GOSUB 2560: REM Clear e 



420 GOSUB 2370: REM check For a winner 
‘"n IF pl-1 ANO w-2 THEN GOSUB 2540 
: REM computer to move 
440 GOTO 320 




*3 4B0 WINDOW SWAP 0,3 

'EN 1 : PAPER a’lCLS 
500 LOCATE 7,2: FOR co-2 TO IB .-LOCATE 7 
~3: PRINT CHRS C 149 3 : NEXT co:REM draw q 



iS10 LOCATE 13, 2: FOR co-2 TO IB: LOCATE 
1 13, co : PRINT CHRSC 1493: NEXT co 
550 LOCATE 2, 13: FOR co-2 TO IB: LOCATE 
co,13:PRINT CHRSC 1543: NEXT co 

1 530 LOCATE 2, 7: FOR co-2 TO IB: LOCATE c 
0,7: PRINT CHRSC1543 : NEXT co 
540 LOCATE 7, 7: PRINT CHRS C 1593 : LOCATE 
7, 13: PRINT CHRS C 159 3 : LOCATE 13,7:PRINT 
CHRSC 1593 : LOCATE 13,13:PRINT CHRSC159 
3: REM Crosses on lines 
550 PEN 3: PAPER 3 

5B0 FOR co-1 TO 19:L0CATE co.l: PRINT C 
HRSC 1443 : NEXT co 

570 FOR co-1 TO 19:L0CATE 1, co.-PRINT C 
HRSC 1443 : NEXT co 

580 FOR co-1 TO IB: LOCATE 19, co: PRINT 
CHRSC 1443 : NEXT co 

550 FOR co-1 TO 18: LOCATE co, 19: PRINT 
CHRSC 144 3: NEXT co 

600 LOCATE 19, 19: PRINT CHRSC1443 : : REM 
Draw round the grid . . 

610 WINDOW SWAP 3,0 

680 WINDOW #1,2,40,3,5 

630 WINDOW SWAP 0,1 

640 PEN 0: PAPER 2 

650 WINDOW SWAP 1,0: PAPER 0:PEN 1 

660 LOCATE 2, 2: PRINT"?????????????" . . p 

EN 2 : PAPER 0: PRINT" — AMSTRIU ' — ” : • PAPE 

R 0:PEN 1: PR I NT “??????????????•■; REM 1 

™ ? ’ and 15 ' ? ' s ^Bspectivly thBre . . . 
670 LOCATE 2, 11: PEN 0: PAPER 1: PR I NT "AM 
STRICT" 

660 CLS #1 

630 REM define the answer window 

700 WINDOW #2,2,20,7,21 

710 WINDOW SWAP 0,2 

750 PEN 3: PAPER 1 

730 CLS 

740 WINDOW SWAP 2,0 
750 WINDOW #4,2,14,23,25 
760 WINDOW SWAP 0,4 

770 PEN 0: PAPER 2: CLS: LOCATE 1,2: PR I NT 
“ Sc “CHRSC 203 3 ” : "scl : PRINT: PRINT” Sc 
"CHRSC2023": "sc2 



840 RETURN ' To the mail 
850 'Print question in u 
860 des-1 : GOSUB 2620 
870 CLS 
880 PEN 3: PAPER 2 
890 REM des-1 : gosub swap routine 
900 IF LENCqS3>-3B THEN GOSUB 950 ELSE 
qlS-qS:q2S-" " 

910 FOR co-1 TO LENCqlSJ: LOCATE 2+co 2 

-PRINT MIDSCqlS , co ,13: SOUND 1,150,2,15 

,1,1: SOUND 1 , 0, 3, O: NEXT co 

920 IF q2$-“” THEN RETURN 

930 FOR co-1 TO LEN Cq2S 3 : LOCATE l+co,3 

: PRINT MIDSCq2S,co, 13 : SOUND 2,150,2,15 

: SOUND 2,0,3, 0: NEXT co 



940 



s overspill 



S' 



950 REM check lim 
960 x-39 

970 X-X-1 : IF MIDSCqS, x, 1 3— ” " OR MIDSC 
q$,x,13-"," OR MIDSCqS, x, 13-“." OR MID 
SCqS,x,13-"?“ THEN ql$-LEFTSCqS, x3 : q2S 
-RIGHTSCqS, CLENCqS3-x+l 3 3 ELSE IF x>l 
THEN 970 ELSE PRINT” ERROR! ” : STOP 
9B0 RETURN 

990 REM Achtung! Format x 8 o grid. 
1000 FOR co-1 TO 3: FOR cc-1 TO 3 



x-INTCc»RND3+I 






1020 NEXT oc.co 
1030 grid-0 
1040 des-3: GOSUB 2620 
1050 PEN 2 

1060 grid -0 

1070 FOR co-1 TO 3:F0R cc-1 TO 3:grid- 
grid+1 : grid C grid 3-1 :GOSUB 1470:gridCgr 
id3-0: do-do+2: IF LENCgridSCco, cc3 3-3 T 



HEN ac-ac+l 



10B0 LOCATE ac.da.-ENT 1,2, 1,1, 2,-1 : 

NU 9, 10, 1, 1, 15,-1, 1: SOUND' 1 ’,4000,0',! 

,3, 15: FOR ck-1 TO 99: NEXT ck: PRINT gri 



0 




V 



< 



1330 ENT ~3 ,2, 1,1, 5,— 1,1: ENU 9,15 1 1 
J!! ' 'I 1 1 1 : SQLJND 1 ■ 11000 .°, 0,9, 3, 15: GOSUb' 
1360 : GOSUB 1470: do-do+1 .-LOCATE ac.do-P 
RINT"F F F": do-do+2: LOCATE ac,do:PRINT 



IdSCco, cc3 : NEXT cc.co 
1 1090 PEN 3 

1100 des-1: GOSUB 2620 
1110 RETURN 

^ 1120 REM Choose square. This routine 
ook some writing let me tell you! 
1130 IF vv-1 THEN 1180 
1140 grid-1: FOR co-1 TO 3: FOR cc- 
T5 3: IF gridSCco,cc3-”>“ 

■ THEN gri •' 



1340 GOTO 1260 

dpm 3: des-1 : GOSUB 2620: RETURN 
1360 REM gridCnJ to gridSCa,d3 transla 



OR gridC23-l OR 



OR gridC53-l OR 
OR gridCBl— 1 OR 



jridC43-l 



1150 grid-grid+1 : NEXT cc.co: JogS-"":F0 
R co-1 TO 3 : JogS- JogS+STRSCgrid Cco3 1 : N 
EXT CO : IF JogS- "222222222" THEN tiebrB 
ak=l: RETURN 

1160 IF pl-2 THEN PRINT" Player ”w" t 




1165 IF pl-1 AND w=l THEN PRINT" Choo 
se a place to go.." : PRINT 
1170 IF pl-1 AND UJ-2 THEN PRINT: qS-" I 
Choose a place to go..": GOSUB B50:des 
-3: GOSUB 2620 ELSE PRINT” <SPACEBAR> t 
o move 8 <DEL> to choose" 

1180 des-3: GOSUB 2620: PEN 2 
1130 IF PL-1 AND w-2 THEN des-3: GOSUB 
2620: x-INTCS+RND 3+1; gridCx 3-1 : GOSUB 13 
60: IF gridSCax, dx3-”0” OR gridSCax, dx3 
—X" THEN gridCxl-2: GOTO 1190 ELSE cam 
S-gridSCax , dx 3 : GOSUB 1470 : do-do+1 : LOCA 
TE ac, do: PRINT”F F F” : do-do+2: LOCATE a 
C, do: PRINT "0 D D":G0T0 13S 
1200 IF vv-1 THEN gridC53-l : GOSUB 1360 
: camS-gridS C ax , dx 3 : GOSUB 1470 : do-dc 
LOCATE ac , do : PRINT'T F F” : do-do+2: LOCA 
TE ac, do : PRINT ”D D D":G0T0 1350 
1210 REM here cos’ I Felt like a re- 
..save program here in case oF pouiei 
ail cos’ you will bB real peevi 

to lose all this that you've typed . 



1370 IF gridCll- 
C33-1 THEN ax-1 
1380 IF gridC43- 
163—1 THEN ax-2 
1390 IF gridC73- 
C93-1 THEN ax-3 
1400 IF gridCll- 
C73-1 THEN dx-1 
1410 IF gridC23-l OR gridCS3-l OR 
CB3-1 THEN dx-2 

1420 IF gridC33-l OR gridC63-l OR 
C93-1 THEN dx-3 
1430 RETURN 

1440 des-2: GOSUB 2620: PEN 0:F0R ci 

0 12 STEP 4: LOCATE l,co:PRINT" 

” : NEXT co ’ That's 20 



grid 

grid 



oFFicial hal 



L : GOTO 13 



) THEN gri 




1240 IF gridtgrid3> 

GOTO 1230 

1250 gridCgrid3-l: GOSUB 1360 : GOSUB 14 
70 : ENT - 3 , 2 , 1 , 1 , 2, -1 , 1 : ENU 9 , 15 . 1.1 
,-l , 1 : SOUND 1 , 4000 , 0 , 0 , 9 , 3 , 15 : do-do 
LOCATE ac , do: PRINT'T F F" : do-do+2: LOCA 
TE ac, do : PRINT "D D D" 

1260 xS-”":xS- INKEYS: IF xS-"" THEN 126 
0 ELSE IF x$-" ” THEN 12B0 ELSE IF x$- 
CHRSC1273 THEN 1270 ELSE 1260 
1270 CLS #1: GOSUB 1360 : camS-gridSCax , d 



:3 : GOTO 1350 
1280 GOSUB 1470: gridCgrid3-0: do-do+1 : 
OCATE ac, do: PRINT” do-do+2 ■ LOCAT 

E ac, do: PRINT ” ■' 

1290 grid-grid+1: IF grid>9 THEN grid-1 



1300 IF gridCgrid3-2 THEN 1290 
1310 gridCgrid3-l 

1320 IF grid>9 THEN gridCgrid3-0: grid- 
1 : GOTO 1290 



des-1: GOSUB 2620: PEN 3 
RETURN 

’ Locate routine. . 

14B0 FOR cp— 1 TO 9: IF gridCcp3-l THEN 
ON cp GOSUB 1510,1520,1530.1540,1550 1 
560,1570,1580,1590 
1485 REn This line is 
Fuiay point. Well done! 

1490 NEXT cp 
1500 RETURN 
1510 ac-2: do-2: RETURN 
1520 ac-B: do-2: RETURN 
1530 ac-14: do-2: RETURN 
1540 ac-2 :do-B: RETURN 
1550 ac-8:do-B: RETURN 
1560 ac-14 :do-B: RETURN 
1570 ac-2: do-14: RETURN 
1580 ac-8: do-14: RETURN 
1590 ac-14: do-14: RETURN 
1600 STOP 

1610 REM Load FilB routine.. 

1620 OPEN IN nS 
1630 INPUT #9 , num 
1640 INPUT #9, c 
1650 FOR co-1 TO C: INPUT #9 c 
mCco3 : NEXT co 
1660 FOR co-1 TO c 
1670 IF numCco3<400 THEN FOR cc-1 TO n 

1690 CLOSE IN 
1700 RETURN 

1710 PRINT" press key to cont" 

1720 questions and answers 'slid 
outine... 1CI 

SC PI - “ " S TO® ", “ :CnNS ~" " : TA$ C 1 3 — " 

I. 2 ’" "”:TASC43— ":ANAS-" 

JS-'"': ANCS-”" 

1740 FOR co-1 TO c: IF caSCco3-camS 



TL^rr 



1750 NEXT co 
1760 1-1 : q-INTCnumCcam 3 +RND3 : qrS-qSCci 



,,nuj:qr»-qnca |. 

^MUJUJinP ill 







IF EENCqrS)<4 THEN 1730 
790 THEN 1 

0 1700 q$ qS+nIDSC q'-S. 1.15 = 1-1*1 : GOT 
1790 1—1*1: IF MIDSCqrS , 1 , 1)-CHRSC 1 4P3 
T G0T0 1 1790 ELSE CanI-canS * r1IDSCc l rS . 1 . 15 
1800 1-1+1: IF UlOSCqrS , 1 , 1 ) -CHRS C 143) 
THEN 1010 ELSE anaS-anaS+fllDSCqrS 1 ID 
: GOTO 1800 

1010 1-1+1: IF (lIDSCqrS, 1, 1)-CHRSC143) 
THEN 1880 ELSE anbS-anbS+niDSCqrS , 1 , 1 ) 
: GOTO 1810 

1820 1-1+1: IF MIDSCqrS, 1 , D-CHRSC143) 
THEN 1830 ELSE ancS-ancS+MIDSCqrS 11) 
: GOTO 1050 ' 

1830 RETURN 

1840 REM Print the question S answers 



1850 GOSUB 8S0: ERASE taS:DIM taS(4) 

I860 des-5: GOSUB 5650 

1870 PEN 3 

1B80 FOR co-1 TO 4 

1890 X-INTC4+RND3+1; IF taSCx)<>- THEN 
1890 ELSE ON co GOSUB 1900,1820,1910 
1930: NEXT CO: GOTO 1940 



j! 1900 taSCx^-anaS 
1910 taSCx)-anbS 
1950 ta$Cx)-canS 
1 1930. taSCx)- 



B: RETURN 
B: RETURN 
5: RETURN 

■ -=..uJ: RETURN 

4 1940 x-0: FOR co-5 TO 14 STEP 4:X-x+lL 
8 °£** E 1 » CO: PRINT x ; ta$ C x 3 : NEXT co 
U 1950 des-1: GOSUB 5650 
: I960 RETURN 

1970 REM Input routine herB. 

1900 des-5: GOSUB 5650 
. 1990 xS-”" 

I ^TJK-TIK-l: LOCATE 1,5:PRINT TIK: IF 
TIK<1 THEN RETURN ELSE XS-INKEYSIF X 
THE N 2000 ELSE IF xS-"l" OR xS — 2 
xS-“3" or xS-”4” OR XS-”8" OR XS- 

Se'bOOO XS " " 0R xs "" c " THEN return el 

A IF PL-S ft ND XS-"V THEN XS-"S” EL 

SE IF XS-"8” THEN XS-”6” ELSE IF XS-”' 
■ ”„ THEN XS—7" ELSE IF XS-”C” THEN XS-" 

( 



J 2050 IF pl-1 AND UALCxS3>4 THEN 5000 
5030 des-1: GOSUB 5650 
5040 RETURN 

5050 REtl is answer right? & who got i' 



5055 IF > 



OUND l,co, 1,15: NEXT co:G0T0 5160 
5150 qS-" WRONG! ! " : GOSUB B50: SOUND 
50,50,15: SOUND 7 , 550 , 50 , 15 : wr-5 • w- 1 
5160 RETURN 

5170 REM 0 & X Draw Routine 
5100 des-4: GOSUB 5650 
5190 IF w-1 THEN scl-scl+10 
5500 IF w-5 THEN scS-scE+10 
5510 CLS.IF pl-1 THEN PRINT" Sc X:":sc 
1 : PRINT: PRINT” Comp sc5 : GOTO 5530 
S n 5 ° PR3 NX" Sc x: scl: PRINT: PRINT" Sc 
0:";sc3:G0T0 5530 
5530 des-1: GOSUB 5650 
5540 REM X S O' 

ESSO IF «-l THEN BridSCax.dx.— X" ELSE 
grid$Cax,dx)-" 0 ” 

5560 grid-0 

5570 FOR co-1 TO 3: FOR cc-1 TO 3:grid- 

id)-l 1IE C °” aX AND cc “ dx THEN gridCgr 

5580 NEXT cc.co 

5590 GOSUB 1470 

5300 des-3: GOSUB 5650 

5310 IF w-1 THEN PEN 0 ELSE PEN 5 

Em™ °": N gi 10 *«.==:P 

I F gridSCax , dx)-"X” THEN GOSUB 53 
40: GOTO 5360 ELSE GOSUB 5350: GOTO 5360 
5340 ac-ac+l:do-do+l: LOCATE ac,do-PRIN 
T CHRSC545) CHRSC547) CHRSC541 3 - do-do* 
o, L ^ TE ac » da : PRINT CHRSC548D CHRSC54 
93 CHRSC5463 : LOCATE ac, do+1 : PRINT CHRffi 
alcn 3 EHRSC5453 CHRSCS43) : RETURN 
5350 ac-ac+l:do-do+l: LOCATE ac do-PRIN 
T CHRSC5S0) CHRSC549) CHRS C 551 )• do-dn+ 
ac ' dD: PRINT CHRSC5493 CHRSC55 
43 CHRS C 549 3 : LOCATE ac, do+1 : PRINT CHRS 
C5533 CHRS C 549 3 CHRSC555 3 : RETURN 
P^n 3: d BS-l:G0SUB 5650: RETURN 
5370 REM Check far a winna! ...Keep go 
mg, nearly there now... 

S : jogS-jnns+sTRSCgrLd 
Coo)3. NEXT co: IF Jog$-" 2 a 22 a 222 .. THEN 



5390 wins-' 

2400 FOR co-1 TO 3: FOR cc-1 TO 3-winS- 
winS+gndSCco, cc) : NEXT cc- IF winS-”XXX 
DB ' int -' 0D “" THEN winn-1 :winns-wins 
Those 000 's are LETTERS NOT NUMBERS 



* un A 31- UK 

- THEN 5060 ELSE IF *S-"V THEN x 
S— ”5” ELSE IF xS-”8" THEN xS-"6" ELSE 
-• — B " ' " THEN x$— ”7” ELSE IF xS-”f" T 
HEN xS-"0” 

5060 X— UAL C xS ) : wr-0 : w-0 : q$- ” ” 

5070 des-1: GOSUB 5650 

5080 IF pl-5 THEN 5130 

5090 IF x>4 AND pl-1 THEN x-x-4 

5100 IF taSCx)-canS THEN qS-" CORRECT! 

: GOSUB 850: w-1: FOR co-1 TO 50: SOUND 1 
,co, 1,15: NEXT co:GOTO 5160 
5110 qS-" WRONG! ! ”: GOSUB 850: SOUND 7 1 
50,50, IS: SOUND 7, 550, 50, 15 ■ wr-1 • w-5 
5150 GOTO 5160 
5130 IF x<5 THEN 5090 

MrrT?T*rt 4:IF ^ a *Cx 3-canS THEN qS-" CO 
RRECT! .GOSUB 850: w-5: FOR co*l TO 50 :S 



• susuo a3u:w-C:MJh 



5410 wins-"": NEXT co 

f 4E ° F0R “ -1 T ° 3= FOR cc-1 TO 3: winS- 
win$+g ri dSCcc,ca):NEXT cc: IF winS-"XXX 
OR win$-"O00" THEN winn-1 - winnl-, 
5430 wins-"": NEXT co -inS 

5440 IF winn-1 THEN 5480 
5450 win$-gridSCl , l)+gridSC5, 5)+grid$C 
3, 3): IF Wins- XXX” OR winS-"000" THEN 
54 Bo" 1:IF “ inn_1 THEN *“innS-winS : GOTO 
5460 wins-gridsc 1 , 3)+gridSCS, 5)+gridSC 
finn-i IF rr lnS "” XXX ’’ ° R “ inS -"DDCI" THEN 
54B0 1IF “ ann “ 1 THEN “icnS-winS: GOTO 
5470 RETURN 

? 4 !??-, IF “i""S-”XXX” THEN winn-1 ELSE w 



5490 des-1 : GOSUB 5650: IF pl-2 THEN qS- 
” Player "+STRSCwinn)+" has won round 
“+STR$Croond) ELSE IF pl-1 AND w-5 THE 
N QS-" I have won round ”+STRSCroond) 







1640 GOSUB 1760 
1650 WHILE xS-"":x$- INKEYS: 

1660 RETURN 
1670 END 

1660 REM window swap as usual herB 
1690 IF cur-des THEN RETURN 
1700 IF cur-0 THEN WINDOW SWAP 0 de 
DTO 1760 

1710 WINDOW SWAP cur,0:WIND0W SWAP 
os 

1760 cur-des: PAPER 1:PEN 0 
1730 RETURN 

1740 : NEXT co: RETURN ELSE PRINT: PRINT” 
Enter Question no. Cl : numCkl ; "3 To a 

1750 END 
f 1760 ' 

< 1770 WHILE x$<>"” : xS-INKEYS: WEND 
1760 RETURN 

1790 REM 3000 baud speed routine FOR 
TAPE ONLY. DO NOT USE FOR DISKS! ! ! ! 

1800 FOR CO-8B700 TO 8B709:READ nS:POK 
E Co , UAL C nS3 : NEXT co:CALL 8B700:DATA 8 
' 21 , 86e , 0 . 83e , 80F , Scd , 868 , 8bc , Sc9 ,0,0 
. 1010 RETURN 

I 10 2O NODE 1 : INK 1,15: INK 0,3:PEN 1 : PAP 
ER 0 : PR I NT : PR I NT : PR I NT ” AHSAUE Que 

I stion loader/Bditor”: PRINT: PRINT” 

1 For Amstriv ' Question Files" 

1830 PRINT: PRINT: PRINT” Written B 

y N. Robinson" 

[ 1«0 PRINT: PRINT” CEGG Programme 

1850 PRINT : PRINT : PRINT” Jun 

e 1386" 

1860 PRINT: PRINT: PRINT" This 8 Oth 
er AHSTRIU ’ Programs ”: PRINT: PRINT" 
Written By N. Robinson.” 

1870 INK 2,66, 3: SPEED INK 60,10:PEN 6: 
PR I NT .-PRINT” Press any key... 

1880 SOSUB 1760:WHILE xS-”” : xS-INKEYS- 
1 WEND 

j 1890 RETURN 

| 1900 REM print question in window #1 
I 1910 des-0: GOSUB 1680 
1960 CLS 
1930 REM 

I 1040 IF LENCqS!>-38 THEN GOSUB 1990 EL 
| SE ql$-q$: q2S- " " 

1950 FOR CO— 1 TO LENCqlS3 : LOCATE 2+co 

2: PRINT MIDSCqlS, co, 11 : NEXT CO 

1960 IF q6S-" ” THEN RETURN I 

1970 FOR co-1 TO LENCqBSl : LOCATE 1+co, 

3: PRINT MID$Cq2S,co,13:NEXT co 

1900 REM XX? WINDOW SWAP 1,0 

1990 REM check line overspill 

2000 x-39 

2010 X-x-l:IF MIDSCqS.x, 13-" ” OR MIDS 
OR MIDSCqS.x, 13-”." OR MI 
DSCqS.x.ll-"?" THEN qlS-LEFTSCq$, x3 : q2 



2020 RETURN: REM To 630 
2030 REM quest 8 answ e 
0010 qS-"" : ANAS-”": ANBS 



GOTO 2070 

2000 1-1+1: IF MIDSCqrS, 1 , 13 “CHRSC 1433 
THEN 2090 ELSE anaS-ana$+MIDSCqrS I 
: GOTO 2080 
2090 1-1+1: IF MIDSCqrS, 1 , 13-CHRSC1433 
THEN 2100 ELSE anb$-anbS+MIDSCqrS , I 
: GOTO 2090 
2100 1—1+1 : IF MIDSCqrS, 1 , 1 3-CHRSC1433 
THEN 2110 ELSE ancS-ancS+MIDSCqrS, 1 13 
: GOTO 2100 
2110 RETURN 

2120 ’ From 1037 Cthis is 90003 ? Q 
be amended first 
2130 ’ K-Cat number KK-Number of th 
3 question to be amended . . 

2140 qr$-q$ Ck , kk 3 : GOSUB 2030.-G0SUB ISO 
0 : des-4 : GOSUB 1600: CLS: LOCATE 2,1 
2150 PRINT” Cor: ”can$: PRINT” Fl:”anaS I 
:PRINT” F2: "anbS: PRINT” F3:”anc$ 

2160 des-1 : GOSUB 1680: CLS: LOCATE 2,2:P I 
RINT" Here is current question"kk"of C 
k: PRINT: PRINT” <Space> 1 
to abort ..." 

0 GOSUB 1760 
2180 xS-INKEYS: IF xS-"" THEN 2180 ELSE 
IF x$-”$" OR xS-" ” THEN 2190 ELSE 21 
80 

2190 IF xS-"S" THEN ab-1: RETURN ELSE 
ETURN 

| 2200 ’ Input routine 
2210 c$- ” " : m-0 : cl-O: xS-”” 

2220 PRINT: PRINT"> 

2230 WHILE xSOCHRSC 133 
2240 x$-"" 

2250 PRINT”+” : : PRINT CHRSC83 ;: PRINT" 
: CHR$C83; : xS-INKEYS: IF xS-"" THEN 2250 

I 2260 IF ASCCXS3-13 THEN PRINT: GOTO 231 



I IF ASCCx$3<32 I 



* : GOTO 225 



2280 IF XS-CHRSC1273 AND LENCcS3>0 THE 
.. »-”NT” »..p R i NT CHRSCB3; : PRINT CHRSC 
"CHRSC83 ; : cS-LEFTSCcS, LENCc$3-13 • 
GOTO 2310 ELSE IF x$=CHRSC1273 AND LEN 
CcS3<l THEN 2310 

2290 x$-UPPERSCx$3 : cS-c$+xS : IF LENCcS3 
•• THEN PRINT CHRSC73; : x$-'"’ : cS-LEFTSC 
, CLENCcS3— 13 3 
2300 PRINT xS; 

2310 WEND 

2320 IF RIGHTSCcS, 13—" " THEN cS-LEFTS 
CcS , CLENCcS3— 1 3 3 : GOTO 2320 
2330 cl-LENCcS3 : IF cl<l THEN cS-"”- 
••”:PRINT CHRSC 73 : GOTO 2210 
RETURN 
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PRICE OFOHE 



Voted ...DEST COMPILATION OF THE YEAR" 






Sane £5 (waSutac^fimi 
ta the Beat Gamed [Haqbym 
UtTmwtl 



A 



-SUBSCRIPTION RATES — 



£11.90 for 12 
£16-50 for 12 
i£kG6 £52.00 for 12 



Send (his form with 
1NFONET LTD., Times House, 179 The Mariowes, 
Heme I Hempstead , Herts . HP 1 IBB. 
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ouldn’t prove too 
slippery a task but we have 
made it a little more dif- 
ficult by hiding a seventh 
event in the squr~ 
other six are listen Deiow. 
However, finding number 
seven should be easier than 
skating on thin ice provid- 
ing you are in step with thi 
other six. 

The names of the sevei 
winter sports are hidden 
vertically and diagonally in 
the word square so just 
circle the letters. All the 
words are in straight lines 
but may be printed back- 
wards or forwards. 

Once you have 
pleted the square s 
and the attached form to: 
MSX Winter Events, Com- 
puter Gamer, ASP Ltd., I 
Golden Square, London 
Wl R 3AB, to arrive not 
later than April 30th. For 
the conditions of entry see 
the standard rules on page 
90 of this issue. 

-. Biathalon 

2. Bobsleigh 

3. Ski Jump 

4. Slalom 

5. Downhill 

6. Speed Skating 







CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 48p (vat inclusive) private 
per word. Semi display £9.45 single column 
centimetre plus VAT minimum 2 centimetres. 
Series rates on application. Please note that all 
classified advertisements under £20 must be 
prepaid. All cheques or postal orders to be made 
payable to Argus Specialist Publications Ltd. 



Telephone Nicola Baty o 



i 01-437-0699 

E3 S 





Our next copy deadlines are: 
14th April for the June issue 
26th May for the July issue 
19th June for the August issue 
Call Nicola Baty on 01-437 0699 for 
details of series discounts. 



COMPUTER GAMER DEALER/REPAIR GUIDE 



ESSEX 




LONDON 




MIDLANDS 




EAST MIDLANDS 


CAPTURE 
YOUR LOCAL 
MARKET 
HERE. 
01-437 
0699 
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PHONE: 01-870 4941 
GALLERY SOFTWARE 

140 The Amdsle Centre, 
Wandsworth, London SW18 




COMPUTER GAMES 
TRY BEFORE YOU BUY 

MICROGAME 
12 Bagots Oak, Staltord, 

Stalls ST17 9RS. 

Or phone: Stalls (0785) 211150 j 
* ANYTIME * 




MICROWARE 

Home Computer 
Support Specialists 
Software * Peripherals 
Repairs 



WARNING NOTICE 
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g»Q AMSTRAD 

Ocean Software 6 Central Street • Manchester - M2 5NS 
Telephone: 061 832 6633 Telex: 66?977 Oceans G 



